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CLAIMS 



1. A system for playing a computer game^ comprising a 
plurality of player apparatus for the input of user 
5 instructions and at least one game processing apparatus 
storing data defining a 3D game environment, wherein the 
player apparatus and the game processing apparatus are 
connected and information is transferred to enable each 
player to view the status of the 3D game environment and 
10 to control one or more objects therein, and wherein the 
system further comprises broadcast means for broadcasting 
data defining at least one view of the 3D game 
environment for receipt by a plurality of observers, 

15 2. >A system according to claim 1, wherein there is a 
single \rame processing apparatus having the form of a 
server to \hich each player apparatus is connected, and 
wherein objec\. control signals are sent from the player 
apparatus to ^*he game processing apparatus and 

2 0 information defining, the status of the game environment 
is sent from the game p^cessing apparatus to the player 
apparatus. \ 
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14 . t Apparatus — aocL ordinq to any n£ — elaims — iri — fee — ar3^ 
wherein the means for generating broadcast dapa is 
operable to generate and output data definin^^^a plurality 
of views for broadcast. 



15. Apparatus accordip^ to any of claims 11 to 14, 
further compr^^slTig broadcasting means operable to 
transmit^ data output for broadcast on a broadcast 
lel. 




— Apparatus according to claim wliei^Xj^ — ttre * 

broadcast means includes dat^^-eoif^pression means operable 
to conv^x:tr--aata output for broadcast into a compressed 
T Ormn L . ^ 



Apparatus according to claim , wherein the data 
compression means is operable to convert data into an 
MPEG format. 



18 ^ ^ethod of Ope r f=| ting ^ r^r^Tnpn4-OT- gr-j^pHir^c: app^T -atnp 

in which is stored d^Jt::^e---d:e?ining a 3D game environment. 



comp 
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3 . _^^>-- avsLeiu — aec ording to claim 1 , vf^o^*f^^n ^^^ r h pit 
apparatus includes a game processing apparatus ,Xand 
wherein each player apparatus sends informatiorr to the 
other player apparatus defining changes made/to the game 
environment by the player at that apparatus. 



10 



15 




4. A -method of operating a compu;tier graphics system to 
effect a computer game, which i^aphics system comprises 
a plurality of player appa^tus for the input of user 
instructions and at leasee one game processing apparatus 
storing data defining/a 3D game environment, the method 
comprising: 

transf erriix^ information between the player 
apparatus and^ the game processing apparatus to enable 
each playei/ to view the status of the 3D game environment 
and to Ciontrol one or more objects therein; and 

roadcasting data defining at least one view of the 
3D / game environment for receipt by a plurality of 
Mg^vre xs to enabifc^ Ltie absexyr e ^ tn ^ripw thp gome, — 

5 . — methoa accordxno^xo — e4raxm 4 , wherein oB^ct 
signals are-seft^frnm the player apparatus to the 
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game — processing apparatus and information defining the 
status of the game environment is sent from the game 
processing apparatus to the player apparatus. 
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6. A method according to claim 4, wherein in the 
computer graphics system, each player apparatus includes 
a game processing apparatus, and whereiir information is 
exchanged between the player apparatus defining the 
changes made to the gcune environiij^^t at each respective 
player apparatus. 



7. A method according tcJ any of claims 4 to 6, wherein 
the broadcast data is broadcast on a television channel. 

15 8. A method accoirding to any of claims 4 to 6, wherein 
the broadcast da/ua is broadcast on a channel defined at 
least in part /Dy a communication network. 

9. A met/nod according to claim 8, wherein the broadcast 
20 channel/is defined at least in part by the Internet. 



A method 
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the broadcast data is broadcast /in substantially real 
time as the computer game is played. 




1 . — ^^^n ^pnt Qr gr ap iiics app a r^^tnfi fnr:^ .MP»^. — tn a^system 
according to claim 1, comprising: 

storage means for storing data defining a ^ game 
environment 

processing means for amending stjz^red data in 
dependence upon player control of objj^cts in the game 
environment; and 

means for generating data defining at least one view 
of the game environment, and/ror outputting the data for 
broadcast . 



15 12. Apparatus according to claim 11, further comprising 
means for outputting data defining change to the game 
environment/^f or receipt by each player. 
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13. Apparatus according to claim 12, operable to generate 
aira output data defining a respective view of the gcime 
environment for each player. 
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updating-ttre — otoro d — data in response t,o T-f>r: p>i \7p>h 
signals defining player control of objects in the gam 
and 

generating, and outputting for bra2C^cast, data 
defining at least one view of the game environment. 



19. A method according toXclaim 18, further comprising 
the step of outputting data defining change to the game 
environment for^^ceipt by each player. 



20. A/^niethod according to claim 19, wherein data 
defining a respective view of the game environment is 
gen e ra Led and O Utput^'for^ each player. 




2 2"^ TT storage device storing instructions tor cujiLj-mj a 
programmable processing apMJC^a^fe^trS^T^o : 

update^,.^-d:^^a defining a 3D gcune environment in 




?Tth signals defining player 
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o& lgcts in t h^ qrim^^r — . 

generate and output for broadcast data defining at/ 

least one view of the game environment. X 

5 23. A signal conveying instructions for /causing a 
programmable processing apparatus to: / 

update data defining a 3D game environment in 
accordance with signals defining player control of 
objects in the game; and X 
10 generate and output fo^ broadcast data defining at 

least one view of the game environment. 

24. A method ox generating a broadcast signal, 
comprising: / 

15 receiving data defining a sequence of images of a 3D 

computerygame environment in which objects are controlled 
by a pH-urality of players; and 

y broadcast " g f* i nonvigyinq 1maqp>fi of the game . 



2 0 25. A broadcast signal conv 
a 3D computer gaone enviro 
images shows control of db 



a sequence of images of 
in which the sequence of 
he game by players. 
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26. v^^_meiiiw^3 of making a recording of video datci^ 
comprising : 

receiving data defining a sequencp^f images of a 3D 
computer game environment in wjidrdh objects are controlled 
by a plurality of pl^y^s; and 

x&cordln^yf either directly or indirectly, data 
def inijKj^.iin:cCges of the game on a storage device. 



27, A storage device sto 
10 of images of a 3D compute 
sequence of images shows 
by players. 




ata conveying a sequence 
'6nment, in which the 
'ol of objects in the game 
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